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Listing ofCiaims: 

This listing of claims will replace all prior versions and listings of claims in the 
application: — - 



1 . (currently amended) A computer-readable storage medium storing a program 

Tor a video game, which draws an object in a virtual space, 

wherein said program is structured so as to make a computer perform: 
generating a dummy object of said object by duplicating said object; 
.determining a first position of said object and a second position of said 
dummy Vbject so that said dummy object thus generated is positioned behind said 
object aniPoverlaps only in part with said object when observed fi-om a view point , the 
orientation of said dummy object being the same as that of said object ; and 

drawing. said object at said first position and drawing said dummy object at 
said second posiTix>n except for an overlapping portion between said object and said 
dummy object wherkobserved from the view point and wherein the drawing of said 
dummy object is in a second lightness different fi"om a first lightness of said object, 
said second lightness bemg based on said first lightness. 

2. (previously amendVi) The computer-readable storage medium according to 
Claim 1, wherein the first position of said object and the second position of said 
dummy object are determined sto that when observed from the view point there is 
deviation between a straight line connecting a predetermined reference position of 
said object and the view point and a straight line connecting the view point and a 
position in said dummy object corresponding to the predetermined reference position 
of said object. 

3, (previously amended) The computerVreadable storage medium according to 
Claim 1, wherein in said drawing, said dummy obj[ect is drawn before said object is 
drawn. 



4. (previously amended) The computer-readableSstorage medium according to 
Claim 1, wherein in said drawing, a hidden surface remov^treatment using a Z buffer 
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is carried out to draw said object at said first position and draw said dummy object at 
sVid second position and in the lightness different fi-om that of said object. 

5. (previously amended) The computer-readable storage medium according to 
ClainV 1, wherein in said drawing, the second lightness is higher than the first 
lightneS 

6. Currently amended) A computer-readable storage medium storing a 
program for \ video game, which draws an object comprised of a plurality of 
polygons, 

wherein ^id program is structured so as to make a computer perform: 

generating\ dummy object of said object by duplicating said object; 

setting a distance firom a view point of each polygon forming said diunmy 
object and said object 3D that said dummy object thus generated is positioned behind 
said object and overlaps Vnly in part with said object when observed fi-om the view 
point , the orientation of sam dummy object being the same as that of said object : and 

drawing each polygonvforming said object and drawing each polygon forming 
said dummy object in a second lightness different fi*om a first lightness of a 
corresponding polygon of said object, in accordance with a drawing order of said 
polygons resulting fi-om sequencingNof said polygons from the greatest distance from 
the view point, set in said setting, and^^herein the second lightness is based on the 
first lightness. 

7. (currently amended) A computer-re^able storage medium storing a 
program for a video game, which draws an objeo^ comprised of a plurality of 
polygons, 

wherein said program is structured so as to m^e a computer perform: 

generating a dummy object of said object by duplicating said object ; 

setting a distance from a view point of each polygon forming said dummy 
object and said object so that said dummy object thus genera^d is positioned behind 
said object and overlaps only in part with said object when obs^^d from the view 
point , the orientation of said dummv object being the same as that oS^said object : and 

drawing a pixel according to a polygon having a distance closesKk) the view 
point, set in said setting, out of polygons projectable into said pixel, wherem^when the 
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polygon projected into the pixel is a polygon forming said object, said pixel is drawn 
according to said polygon and wherein when the polygon projected into the pixel is a 
polygon forming said dummy object, said pixel is drawn in a second lightness 
different from a first hghtness of the corresponding polygon of said object, and 
wHterein the second lightness is based on the first lightness. 

V (currently amended) An object drawing method in a video game, which 
draws an Vbject in a virtual space, said object drawing method comprising: 

gen^ating a dummy object of said object by duplicating said object ; 

determining a first position of said object and a second position of said 
dummy object sb that said dummy object thus generated is positioned behind said 
object and overlare only in part with said object when observed from a view point , the 
orientation of said cmmmv object being the same as that of said object : and 

drawing said oVject at said first position and drawing said dummy object at 
said second position exQcpt for an overlapping portion between said object and said 
dummy object when observed from the view point and wherein the drawing of said 
dummy object is in a seconcMightness different from a first lightness of said object, 
said second lightness being baa^ed on said first lightness. 



9. (previously amended) TheVbject drawing method in the video game 
according to Claim 8, wherein the firs^osition of said object and the second position 
of said dummy object are determined soVhat when observed from the view point 
there is deviation between a straight line cWnecting a predetermined reference 
position of said object and the view point and a straight line connecting the view point 
and a position in said dummy object corresponding to the predetermined reference 
position of said object. \ 

10. (previously amended) The object drawing method in the video game 
according to Claim 8, wherein in said drawing, said object is drawn at said first 
position after said dummy object is drawn at said second pcxsition. 
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11. (currently amended) An object drawing method in a video game, which 
draws an object comprised of a plurality of polygons, said object drawing method 
comprising: 

generating a dummy object of said object by duplicating said object ; 

setting a distance from a view point of each polygon forming said dummy 
object and said object so that said dummy object thus generated is positioned behind 
said object and overlaps only in part with said object when observed from the view 
point , the orientation of said dummy object being the same as that of said object ; and 

drawing eVh polygon forming said object and drawing each polygon forming 
said dummy objectNii a second lightness different from a first lightness of a 
corresponding polygon of said object, in accordance with a drawing order of said 
polygons resulting from sequencing of said polygons from the greatest distance from 
the view point, set in saick setting, and wherein the second lightness is based on the 
first lightness. \ 

12. (currently amended\An object drawing method in a video game, which 
draws an object comprised of a plurality of polygons, said object drawing method 
comprising: \ 

generating a dummy object oK^aid object by duplicating said ; 

setting a distance from a view pbint of each polygon forming said dummy 
object and said object so that said dumm\object thus generated is positioned behind 
said object and overlaps only in part with said object when observed from the view 
point , the orientation of said dummv object being the same as that of said object ; and 

drawing a pixel according to a polygon Baving a distance closest to the view 
point, set in said setting, out of polygons projectaol^ into said pixel, wherein when the 
polygon projected into the pixel is a polygon forming^said object, said pixel is drawn 
according to said polygon and wherein when the polygcm projected into the pixel is a 
polygon forming said dummy object, said pixel is drawn V a second lightness 
different from a first lightness of the corresponding polygon\pf said object, and 
wherein the second lightness is based on the first lightness. \ 

13. (currently amended) A video game apparatus, whiWi comprises 
a computer-readable storage medium storing a program for a \ideo game 

which draws an object in a virtual space; and \ 
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a computer which reads out at least one part of said program from said 
redbrding medium to perform, by reading out at least one of said program from said 
storage medium, 

generating a dummy object of said object by duplicating said object ; 
determining a first position of said object and a second position of said 
dummyVbject so that said dummy object thus generated is positioned behind said 
object an^verlaps only in part with said object when observed from a view poin t, the 
orientation of said dunrniy object being the same as that of said object : and 

drawinfe said object at said first position and drawing said dummy object at 
said second position except for an overlapping portion between said object and said 
dummy object whmi observed from the view point and wherein the drawing of said 
dummy object is in \ second lightness different from a first lightness of said object, 
said second lightness Wing based on said first lightness. 

14. (currently amJmded) A video game apparatus, which comprises 

a computer-readabife storage medium storing a program for a video game 
which draws an object compmsed of a plurality of polygons in a virtual space; and 

a computer which reaofe out at least one part of said program from said 
recording medium to perform, bys^reading out at least one of said program from said 
storage medium, 

generating a dummy object o^aid object by duplicating said object ; 

setting a distance from a view pVnt of each polygon forming said dummy 
object and said object so that said dummw)bject thus generated is positioned behind 
said object and overlaps only in part with said object when observed from the view 
point , the orientation of said dummv object being the same as that of said object ; and 

drawing each polygon forming said objefct and drawing each polygon forming 
said dummy object in a second lightness different a first lightness of a 
corresponding polygon of said object, in accordanc^vith a drawing order of said 
polygons resulting from sequencing of said polygons from the greatest distance from 
the view point, set in said setting, and wherein the secon^ lightness is based on the 
first lightness. 

15. (currently amended) A video game apparatus, whi^ comprises 
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a computer-readable storage medium storing a program for a video game 
Nhxch draws an object comprised of a plurality of polygons in a virtual space; and 

a computer which reads out at least one part of said program from said 
lecording mediirai to perform, by reading out at least one of said program from said 
stbrage medium, 

\ generating a dummy object of said object by duplicating said object ; 
\ setting a distance from a view point of each polygon forming said dummy 
object ^d said object so that said dummy object thus generated is positioned behind 
said object and overlaps only in part with said object when observed from the view 
point , the orientation of said dummv object being the same as that of said object : and 

drawing a pixel according to a polygon having a distance closest to the view 
point, set in saick setting, out of polygons projectable into said pixel, wherein when the 
polygon projecteoSinto the pixel is a polygon forming said object, said pixel is drawn 
according to said pc^gon and wherein when the polygon projected into the pixel is a 
polygon forming said Vummy object, said pixel is drawn in a second lightness 
different from a first lioness of the corresponding polygon of said object, and 
wherein the second lightness is based on the first lightness. 

16. (currently amendec^ A video game apparatus which draws an object in a 
virtual space, said apparatus comprising: 
a computer; and \ 

a computer-readable storage^medium storing a program to be executed by said 
computer, \ 

wherein said program is structured so as to make said computer perform: 

generating a dummy object of sard object by duplicating said object ; 

determining a first position of saidVbject and a second position of said 
dummy object so that said dummy object thus generated is positioned behind said 
object and overlaps only in part with said object when observed from a view point , the 
orientation of said dummv object being the same\^ that of said object : and 

drawing said object at said first position ano^awing said dimrniy object at 
said second position except for an overlapping portionSbetween said object and said 
dummy object when observed from the view point and \^erein the drawing of said 
dummy object is in a second lightness different from a firstNightness of said object, 
said second lightness being based on said first lightness. \ 
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\ 17, (currently amended) A computer program for a video game, which draws 
an object in a virtual space, 

wherein said computer program is structured so as to make a computer 
perform :\ 

generating a dummy object of said object by dupUcating said object ; 

determining a first position of said object and a second position of said 
dummy object ao that said dummy object thus generated is positioned behind said 
object and overlaps only in part with said object when observed fi-om a view point , the 
orientation of said aVinimv object being the same as that of said object : and 

drawing said (wject at said first position and drawing said dummy object at 
said second position exctept for an overlapping portion between said object and said 
dununy object when obseVed from the view point and wherein the drawing of said 
dummy object is in a secona lightness different from a first lightness of said object, 
said second lightness being based on said first lightness. 

18. (currently amended) lA. computer program for a video game, which draws 
an object comprised of a pluralityVf polygons, 

wherein said computer progtam is structured so as to make a computer 
perform: \ 

generating a dummy object of s^id object by duplicating said object ; 

setting a distance from a view poVt of each polygon forming said dummy 
object and said object so that said dunxmy Vbject thus generated is positioned behind 
said object and overlaps only in part with sani object when observed from the view 
point , the orientation of said dummy object bemg the same as that of said object : and 

drawing each polygon forming said objeot and drawing each polygon forming 
said dummy object in a second lightness different from a first lightness of a 
corresponding polygon of said object, in accordance^with a drawing order of said 
polygons resulting from sequencing of said polygons horn the greatest distance from 
the view point, set in said setting, and wherein the seconci lightness is based on the 
first lightness. \ 

19. (currently amended) A computer program for a vide\ game, which draws 
an object comprised of a plurality of polygons, \ 
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wherein said computer program is structured so as to make a computer 
perform: 

\ generating a dummy object of said object by duplicating said object ; 

\ setting a distance from a view point of each polygon forming said dummy 
objecrsand said object so that said dummy object thus generated is positioned behind 
said objeht and overlaps only in part with said object when observed from the view 
point , the oircntation of said dummy object being the same as that of said object ; and 

drawing*va pixel according to a polygon having a distance closest to the view 
point, set in said setting, out of polygons projectable into said pixel, wherein when the 
polygon projected inKvlhe pixel is a polygon forming said object, said pixel is drawn 
according to said polygok and wherein when the polygon projected into the pixel is a 
polygon forming said dummy object, said pixel is drawn in a second lightness 
different from a first lightness\f the corresponding polygon of said object, and 
wherein the second lightness is ba^d on the first lightness. 
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